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Limited Warranty 


This software product and the attached instructional materials are sold '‘AS IS’’, without 
warranty as to their performance. The entire risk as to the quality and performance of the 
computer software program is assumed by the user. 


However, to the original purchaser only, Personal Software Inc. warrants the medium on 
which the program is recorded, either cassette or diskette, to be free from defects in 
materials and faulty workmanship under normal use and service for a period of ninety (90) 
days from the date of purchase. If during this period a defect on the medium should occur, 
the medium may be returned to Personal Software Inc. or to an authorized Personal Soft- 
ware Inc. dealer, and Personal Software Inc. will replace the medium without charge to you. 
Your sole and exclusive remedy in the event of a defect is expressly limited to replacement 
of the medium as provided above. To provide proof that you are the original purchaser, 
please complete and mail the enclosed Owner Warranty Card to Personal Software Inc. 


If the failure of the medium, in the judgement of Personal Software Inc. resulted from acci- 
dent, abuse or misapplication of the medium, then Personal Software Inc. shall have no 
responsibility to replace the medium under the terms of this warranty. 


THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, EXPRESS, 
IMPLIED OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WARRAN- 
TIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND OF 
ANY OTHER WARRANTY OBLIGATION ON THE PART OF PERSONAL SOFTWARE INC. 
OR ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION AND PRODUCTION 
OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, SPECIAL, OR 
CONSEQUENTIAL DAMAGES, SUCH AS, BUT NOT LIMITED TO, LOSS OF ANTICI- 
PATATED PROFITS OR BENEFITS RESULTING FROM THE USE OF THIS PROGRAM, OR 
ARISING OUT OF ANY BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOW 
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES SO 
THE ABOVE LIMITATION MAY NOT APPLY TO YOU. 


Copyright 

This Software product is copyrighted and all rights are reserved by George Duisman. It is 
published exclusively by Personal Software Inc. The distribution and sale of this product are 
intended for the use of the original purchaser only and for use only on the computer system 
specified. Lawful users of this program are hereby licensed only to read the program from 
its medium into memory of a computer solely for the purpose of executing the program. 
Copying, duplicating, selling or otherwise distributing this product is a violation of the law. 


This manual is copyrighted and all rights are reserved by Personal Software Inc. This 
document may not, in whole or part, be copied, photocopied, reproduced, translated or 
reduced to any electronic medium or machine readable form without prior consent, in 
writing, from Personal Software Inc. 


Willful violation of the Copyright Law of the United States can result in civil damages of up 
to $50,000 in addition to actual damages, plus criminal penalties of up to one year 
imprisonment and/or a $10,000 fine. 

©1980 Personal Software Inc. 

1330 Bordeaux Drive, Sunnyvale, CA 94086 

(408) 745-7841 

Printed in U.S.A. 


PART NUMBER 10010-22101 





BrniDGe rAniNer 


Program by 
George Duisman 


Manual by 
Joyce Uggla 


PETSONAL SOrTWAtc INC. 


1330 Bordeaux Drive. Sunnyvale. CA 94086, 408 745-7841 


BRIDGE PARTNER™ is designed for all bridge players from novices to 
experts who want to practice and improve their play. Since a standard game 
of contract bridge requires four players, it is difficult to study the game on 
your own under realistic conditions. With BRIDGE PARTNER, you and the 
dummy play as the declaring team against the computer, which plays a 
skillful defense. The program will deal hands at random or according to 
your specifications for high card points. You can then rotate the hands to 
play North, South, East or West. At the end of the deal all four hands are dis- 
played, and you can replay your hand now that the cards are known, shuffle 
only the defense hands, or move on to another deal. The computer keeps 
track of all four hands and displays them in standard bridge form on the 
screen. You can stop and examine the previous trick at any point, or review 
all thirteen tricks at the end of a deal. You can save deals on cassette or 
diskette and reload them for later play. You don’t even need a deck of cards 
to practice your game with BRIDGE PARTNER! 


If you aren’t familiar with the game of bridge, you can learn with the aid of 
BRIDGE PARTNER and any of the standard bridge textbooks. The basic 
rules of bridge are listed in Appendix A of this manual. 


The cassette version of BRIDGE PARTNER can be run on an Apple II or an 
Apple II Plus with 16 K of memory. You also need a cassette player, the con- 
necting cables that come with your Apple, and extra blank cassettes if you 
want to save games. 


The diskette version of BRIDGE PARTNER runs on a 32K Apple II Plus or a 
32 K Apple Il with a Applesoft Il Firmware Card, and at least one disk drive. 
You may also want additional initialized diskettes to let you save games. 


BRIDGE PARTNER was written by George Duisman and is produced and 
marketed by Personal Software Inc. This instruction manual was written by 
Joyce Uggla of Personal Software Inc. For a catalog of Personal Software 
Inc. products, see your Personal Software dealer or write Personal Software 
giving your complete address, your computer configuration (brand, memory 
size, program storage hardware) and your most wanted software products. 


LOADING BRIDGE PARTNER FROM CASSETTE 


Two versions of this program are stored on the cassette. One side, labeled 
‘Apple Il 16K’’, contains the version for a 16K Apple with Integer BASIC in 
ROM. The other side, labeled ‘‘APPLE II 16 K’’, contains the version for 16K 
Apples with Applesoft in ROM. This means that your Apple is an Apple II 
Plus, or you have a regular Apple Il with an Applesoft Il Firmware Card in 
use. Each version on the cassette has been recorded twice to provide you 
with a backup copy of the program. 


Turn on your Apple. If you do not have a prompt and a flashing cursur on 
your screen, press RESET. You will have one of three prompts on your 
screen: *, >, or ]. Follow the loading directions on page 3 for the prompt on 
your screen. 


* Loading from the Monitor Prompt: 

1. Insert the BRIDGE PARTNER cassette into the recorder with the label 
‘APPLE II 16K” facing up. Rewind the tape to the beginning. 

2. Type 30.3FFFR 
Do not press RETURN yet. 

3. Start the tape playing. 

4. Press the RETURN key on your computer. After about ten seconds, the 
screen will be erased. Let your cassette player continue to run. It takes 
about two minutes for the computer to load the program. The program 
has finished loading when the copyright notice and list of options appear on 
your screen. Press STOP on your recorder, rewind the tape to the beginning, 
and put it away in a safe place. You are ready to play BRIDGE PARTNER. 


> Loading from the Integer Basic Prompt: 

1. Type CALL-151 and press RETURN. You should see the monitor prompt 
(*) followed by the flashing cursor. Continue by following steps 1-4 above 
for loading from the monitor prompt. 


] Loading from the Applesoft BASIC Prompt: 

1. Insert the BRIDGE PARTNER cassette into the recorder with the label 
“APPLE II plus 16K” facing up. Rewind the tape to the beginning. 

2. Type LOAD 

. Start the tape playing. 

4. Press the RETURN key on your computer. After a few seconds the Apple 
should beep, indicating the program has begun loading. Loading is 
finished when the prompt character and the cursor reappear. Press 
STOP on your recorder, rewind the tape to the beginning, and put it away. 

5. Type RUN and press the ENTER key. The copyright notice and list of 
options will appear on your screen. You are ready to play BRIDGE PARTNER. 


wo 


IT DIDN’T WORK? 


If your Apple doesn’t do all this, rewind the tape, turn your computer off, then 
start at the first step and try again. Should this fail, the volume setting on your 
tape recorder may be wrong for this cassette. Follow the procedure outlined in 
your Apple Integer BASIC Programming manual to find the right volume set- 
ting and write it on your cassette as a time-saver in the future. With some cas- 
sette players, the program won’t load even though the volume is set properly. 
If this happens, repeat the loading procedure for your system with the Apple’s 
plug removed from the EARPHONE (MONITOR) jack of the recorder through 
Step 3. After pressing PLAY, wait until you hear the steady high-pitched tone, 
and then quickly re-insert the plug and press the RETURN key on your Apple. 


The program has been recorded twice on each side of the tape, so if a 
second try doesn’t work, turn your computer off and try the loading proce- 
dure again, but do not rewind the tape. Start the tape playing at the point it 
stopped on your previous attempt to load. 


If none of these suggestions works, ask your dealer for assistance. 


LOADING BRIDGE PARTNER FROM DISKETTE 


To load BRIDGE PARTNER from diskette, you need a 32K Apple II Plus ora 
32 K Apple Il with an Applesoft Firmware Card, and at least one Disk II drive. 


If you have an Apple Language System, follow the special instructions in 
the section below on Loading with the Apple Language System. If not, just 
follow the three steps below. 


1. Insert the BRIDGE PARTNER diskette in Drive 1 and close the drive door. 


2. Turn on your computer. If you have an autostart ROM, the disk drive will 
automatically spin the diskette. If you do not have an autostart ROM you 
will see a grid pattern and the asterisk prompt. Type 6, hold down the 
CTRL key and press P, release them both, and press RETURN. The disk 
drive will spin the diskette. 

3. The screen will display the two BASIC prompts (> and ]), then clear the 
and the copyright notice and list of options for BRIDGE PARTNER will 
appear on your screen. You are ready to play BRIDGE PARTNER. 


Loading with the Apple Language System: 


1. Insert the Diskware BASICS diskette that comes with your language sys- 
tem in Drive 1 and close the drive door. 


2. Turn on your computer. When the drive stops whirring, the message 
INSERT BASIC DISK AND PRESS RETURN KEY 
will appear on the screen. 


3. Remove the BASICS diskette and put it away. Insert the BRIDGE 
PARTNER diskette in Drive 1, close the drive door, and press RETURN. 


4. The drive will spin and the two BASIC prompts (> and ]) will appear. The 
screen will clear and the copyright notice and list of options for BRIDGE 
PARTNER will appear on your screen. You are ready to play BRIDGE 
PARTNER. 


NOTE: BRIDGE PARTNER is written partly in Apple Integer Basic and partly 
in machine language. Because of the way it uses memory, if you press 
RESET or CONTROL-C while playing bridge you will partially destroy the 
program in memory. If this happens, turn off your computer and reload 
BRIDGE PARTNER. 


One BRIDGE PARTNER is loaded, you can play any number of hands, save 
deals on cassette or diskette, and reload deals from previous sessions. All 
options are available until the computer is turned off. 


HOW TO USE BRIDGE PARTNER 


When you are typing a response from the keyboard, you need only type 
enough characters to unambiguously indicate your choice from among the 
available alternatives. For example, to answer YES or NO, just type Y or N 
and the program will display the rest of the word. If you type S in response 
to WHAT CONTRACT? the program will display SKIP, and so on. If you make a 
mistake, you can use the left arrow key to delete characters, and then 
retype the correct response. You must press the RETURN key to enter your 
response. Once you press RETURN, the response can no longer be changed. 


The diskette version of BRIDGE PARTNER has three features that are not in 
the cassette version. They are an option to deal and save 20 deals on 
diskette, a vulnerability indicator, and a score indicator. These will be dis- 
cussed below. In the screen displays, those lines that appear only in the 
diskette version will be underlined. Otherwise, the display is the same for 
both versions. 


The cards you see on your screen may be different from the examples 
below. Don’t worry — just use the prompts to help you play your hand. 


The program begins with the following display: 


YOU HAVE SEVERAL OPTIONS 

1. PLAY A COMPUTER DEALT HAND. 

2. SETUP YOUR OWN DEAL. 

3. LOAD AND PLAY A SAVED DEAL. 

4. DEAL AND PLAY SPECIAL DEALS. 

5. DEAL AND SAVE 20 DEALS ON DISK. 


WHICH OPTION WOULD YOU LIKE? 


Here we will play a computer dealt hand. Enter 1. Be sure to press RETURN. 
The screen will display: 


WHAT SET OF HANDS? 
Enter 3. The screen erases and displays: 
PLEASE WAIT WHILE | DEAL. 


The computer uses its random number generator to construct a long 
sequence of randomly selected cards, from which it assembles and deals a 
deck of cards. The number you enter in response to WHAT SET OF HANDS? 
is a ‘‘seed”’ for the random number generator: a different seed number will 
result in a different sequence of randomly selected cards. Thus, you can 
regenerate a deal of particular interest by entering the same seed number 
as before for WHAT SET OF HANDS?. If you had played through a whole 
series of deals on your previous run through the program, you can skip 
down to the particular deal of interest using the SKIP option described on 
the following page. 


DEAL #1 NORTH 
SET #3 S 876 

H KJ9 
VUL. NONE DUMMY D T4 

C AT943 


SOUTH 
S A4 

H A8754 
D K7 

C K872 


The top hand is the dummy’s, and the bottom one is your hand. Your oppo- 
nent’s hands (East-West) are of course hidden from view. Here S stands for 
Spades, H for Hearts, D for Diamonds, C for Clubs, A for Ace, K for King, and 
so on. T stands for Ten. Both hands are already sorted according to suit. 


WHAT CONTRACT? 


If the first deal is not interesting, or if you wish to reach a particular deal of 
interest from a previous run, you can ask the computer to continue dealing 
by entering S (for SKIP). 


SKIP TO WHAT DEAL? 


If you enter 11, the program will run through its sequence of randomly 
selected cards until it reaches the 11th complete deck, and then deal out 
the cards again. 


DEAL #11 NORTH 
SET #3 S K5 

H AQ9843 
VUL. NONE DUMMY D@Q9g 

C K72 


SOUTH 
S AJ4 
H J52 
D AKJ4 
C JT5 


WHAT CONTRACT? 


Looking at both hands you decide to play a contract of two hearts and enter 
2H. You have indicated that your team will attempt to take six tricks for the 
book plus two additional tricks. Hearts will be the trump suit. (Enter the 
level of the bid first, then the suit; enter N for the suit to bid no trump.) If you 
have the diskette version of BRIDGE PARTNER you will see VUL. NONE 
under the set number. This indicates that neither team is vulnerable, which 
will affect your score and could be one of your considerations in bidding. 
See Appendix A and your bridge books for further information on vulnera- 
bility and scoring. 


Now the play begins with a card led by your left hand opponent. 


WEST PLAYS C4 
WHAT PLAY FROM NORTH (DUMMY)? 


You must choose a card from the dummy’s hand. Enter C7. 


EAST PLAYS CQ 
WHAT PLAY FROM SOUTH (YOURS)? 


Enter C5. (To indicate which card you wish to play, enter the suit first, then 
the card rank.) If your hand contains only a singleton of the suit to be 
played, the computer will automatically play this card for you. In this case, 
EAST won the trick. The screen now erases, and the computer calculates 
which cards remain in each hand and displays your and the dummy’s hands 


DEAL #11 NORTH 
SET #3 S K5 
BID =2H H AQ9843 
YOU 0 THEY 1 D Q9 

C K2 


SOUTH 
S2 S AJ4 
H J52 
D AKJ4 
CUT 


EAST PLAYS S2 
WHAT PLAY FROM SOUTH (YOURS)? 


Enter LAST. This indicates that you would like to see the cards that were 
played on the previous trick. The first card shown (C7) is the dummy’s; the 
remaining cards are displayed clockwise from the hands. An asterisk indi- 
cates the card that was led on the trick. 


Cr CQ C5 *C4 

WHAT PLAY FROM SOUTH (YOURS)? 
You can continue playing by entering a card from your hand. The computer 
will play your opponents’ hands and prompt you when you need to play a card. 


At some point you may determine from the cards previously played that you 
and the dummy hold cards sufficient to win all the remaining tricks. You 
indicate this to the computer by entering CLAIM instead of a card to be 
played. The program will play all four hands out for the remaining tricks to 
check you claim. In the above example, if you now type CLAIM in response 
to WHAT PLAY FROM SOUTH (YOURS)?, you will see: 


SOUTH PLAYS SA 
WEST PLAYS S3 
NORTH PLAYS S6 


(and so on for eleven more tricks.) (In the Apple Il 16K version of BRIDGE 
PARTNER the next two displays will be reversed. The computer will first dis- 
play all four hands and ask if you want a recap. Then it will ask if you want 
to replay that hand.) 


When all the cards have been played, the computer will ask. 

WANT A RECAP OF THIS DEAL? 
If you answer N, the computer will ask WANT TO REPLAY THIS HAND? You 
can enter YES, NO, or SAVE. (This is explained more fully below.) 


If you answer Y, in response to WANT A RECAP OF THIS DEAL? the computer 
will show you which cards were played on all thirteen tricks. The card that 
was led on each trick is indicated with an asterisk. 

N E S W 


TRICK 1 C7 CQ C5 *C4 
TRICK 2 SK *S2 SA 93 


When all thirteen tricks have been displayed you will see 


DEAL #11 NORTH 
SET #3 S K5 
BID =2H H Q9843 
YOU 8 THEY 5 D Q9 
C K72 
WEST EAST 
S 1973 S Q862 
H T6 H K7 
D T1653 D 872 
C 864 C AQ93 
SOUTH 
SCORE 110 S AJ4 
H J52 
D AKJ4 
C JT5 


WANT TO REPLAY THIS HAND? 


Finally, in response to WANT TO REPLAY THIS HAND?, you can enter YES, 
NO, or SAVE to save the deal on cassette or diskette (see HOW TO SAVE A 
DEAL). OR LOAD tre loach oO Presaved( BEAL 
If you answer Y, the computer will ask 

WANT TO SHUFFLE DEFENSE HANDS? 


You can either replay the same hands as before or shuffle the cards in the 
defense hands. The computer returns you to the beginning and the prompt 
WHAT CONTRACT? 


If you answer N in response to WANT TO REPLAY THIS HAND?, the computer 
will ask 


WANT TO PLAY ANOTHER? 


If you answer Y, the computer will shuffle and display the next hand. If you 
answer N, the program will stop. To begin again, you must turn off your 
computer and load BRIDGE PARTNER again. 


HOW TO SET UP YOUR OWN DEAL 


With Option 2, SET UP YOUR OWN DEAL, you can specify exactly which 
cards will be in all four hands. You can use this option, for instance, to play 
out the deals listed in many newspaper columns on bridge (and it’s much 
easier than trying to sort out the cards in a standard deck!). Once the deal is 
set up, you can save the hands on cassette or diskette and/or play out your 
hand immediately. 


WHICH OPTION WOULD YOU LIKE? Enter 2. 

WHAT DEAL #? Enter any number. 

NORTH HAND S? Enter the spades you would like the NORTH hand to 
have. (Do not press ENTER till you have typed all the cards.) 

NORTH HAND H? Enter the hearts you would like the NORTH hand to have. 
NORTH HAND D? Enter the diamonds. 

NORTH HAND C? Enter the clubs. 
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The computer will next ask for the cards in the EAST AND SOUTH hands. 
You must have thirteen cards in each hand or the computer will ask you to 
start the hand again. If you type a card that has already been dealt, the com- 
puter will tell you which card it is and ask you to deal that suit again. Once 
you have entered the North, East, and South hands, the computer will auto- 
matically fill in the West hand. Enter T for a Ten. To enter a void suit (i.e. no 
cards of that suit), just press RETURN. The DEAL# is simply a reference 
number for future use if you save the deal. The screen will now erase and 
the hands will be displayed just as you entered them. The computer will ask: 


WANT TO SAVE THIS DEAL? 
If you answer Y, the computer will ask: 


WHERE DO YOU WANT THIS DEAL SAVED? 
(CASSETTE OR DISK)? 


Follow the directions below on HOW TO SAVE A DEAL. 


If you answer N, or when the computer has finished saving your deal, you 
will see: 


WANT TO PLAY THIS DEAL? 


If you answer Y, you can play the hand just as you did above. If you answer 
N, the computer will return you to the list of options. 

(If you have loaded the cassette version of BRIDGE PARTNER from the side 
labeled APPLE II 16K, the computer will not ask WANT TO SAVE THIS DEAL?. 
If you want to save the deal, enter PASS in response to WHAT CONTRACT? 
and then SAVE in response to WANT TO REPLAY THIS HAND?) 


HOW TO SAVE A DEAL 


To save a deal, you answer SAVE in response to WANT TO REPLAY THIS 
HAND? or YES to WANT TO SAVE THIS DEAL?. 


Saving on Cassette: 


Enter C in response to WHERE DO YOU WANT THIS DEAL SAVED (CASSETTE 
OR DISK)?. Make sure that the tape is positioned beyond the leader material 
at the beginning of the cassette (nothing can be recorded on the non- 
magnetic leader material). The screen will display: 


PLACE DEAL TAPE IN THE RECORDER 
HIT ANY KEY TO CONTINUE 


Put your cassette player in RECORD mode, and then press a key to save the 
deal. When the deal has been saved, the screen will display: 


WANT TO PLAY THIS DEAL? 


If you answer Y, you can play the hand just as you did above. If you answer 
N, the computer will return you to the list of options. 


Saving on Diskette: 


Enter D in response to WHERE DO YOU WANT THIS DEAL SAVED (CASSETTE 
OR DISK)?. The screen will display: 


FILE NAME? 


Be sure you have an initialized diskette in drive 1. Choose a file name you 
will easily recognize when you want to reload this deal, for example: 30HCP, 
MYGAME, NYTIMES, 09/27/80. See your DOS manual for more information 
on file names. (The file names DEAL1, DEAL2, DEALS, etc. are reserved for 
use in Option 5. If you use one of these here you may destroy a previous file 
or lose this file later. If you use a file name that has already been used, the 
old file will be destroyed.) When you enter your file name, the drive will whir 
for a few seconds and then the screen will display: 


WANT TO PLAY THIS DEAL? 
If you answer Y, you can play the hand just as you did above. 
If you answer N, the computer will return you to the option list. 


HOW TO LOAD AND PLAY A SAVED DEAL 


If you have previously saved a deal on cassette or diskette as described 
earlier, you can reload it with Option 3. 


Loading a Saved Deal from Cassette: 


Enter C in response to the question IS THE DEAL FROM CASSETTE OR DISK? 
Place the cassette tape in your cassette player. You can find the location on 
the tape of the deal you want to load by removing the EAR jack from the cas- 
sette player and listening for the leader tone. If you have saved multiple 
deals on the same tape, you must either have noted the appropriate index 
counter settings on your cassette player, or must search for the deal by 
skipping past the right number of leader tones. With the recorder still 
playing, re-insert the Apple’s plug into the cassette player’s EAR jack, and 
then press a key to start loading. When the computer displays FINISHED 
READING, you may shut off the cassette player and play the hand. 


Loading a Saved Deal from Diskette: 


Enter Din response to the question IS THE DEAL FROM CASSETTE OR DISK?. 
The screen will ask: 


FILE NAME 


Place the diskette with the saved file in drive 1. Enter the file name of the saved 
deal you wish to play. The drive will whir and the North and South hands will 
appear on the screen, ready to play. 


HOW TO DEAL SPECIAL DEALS 


With Option 4, you can generate and play (or save) special deals which meet 
your specifications for high card points. You simply indicate the maximum 
and minimum number of high card points you would like to share with your 
partner. The computer will then commence dealing, until it finds a deal that 
falls within the specific parameters. For example: 


WHICH OPTION WHOULD YOU LIKE? Enter 4. 
WHAT SET OF HANDS? Enter any number. 
WANT TO SKIP TO A DEAL HIGHER THAN #1? 
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If you have already played this set of hands and want to skip to a specific 
deal, enter the number of that deal. Otherwise answer N. 


WHAT IS THE MINIMUM NUMBER OF HCP? 


There are 40 possible high card points in the deck. If you want to be sure to 
have at least a certain number of points, enter that number here. 


WHAT IS THE MAXIMUM NUMBER OF HCP? 


If you want fewer than a certain number of points, enter that number here. If 
you enter a number lower than the minimum you just entered, you will be 
asked to select again. 


DO YOU WANT THE HANDS THAT ARE SKIPPED COUNTED? 


This prompt occurs only in the cassette version of BRIDGE PARTNER. It 
only affects the deal number of the hands as they appear on the screen. If 
you want to return to a specific hand at a later date, you need to know what the 
deal number of that hand was and whether you answered yes or no to this 
question to reconstruct it. If you answer Y, the program will number every deal, 
including those that do not fall within your specified range of high card points. 
Thus the deal numbers will be the same as those generated as the program 
deals in Option 1 (for the same “‘seed”’ number set of hands). If you answer N to 
this question, only the deals that are actually saved will be numbered 1, 2, 3, etc. 


PLEASE WAIT WHILE | DEAL. 


Now the computer will begin dealing hands, displaying them on the screen. 
When a hand is dealt which falls within your specified range of high card 
points, you will be able to play and/or save the deal on cassette or diskette, 
as in Option 2. 


HOW TO DEAL AND SAVE 20 DEALS ON DISKETTE 


Option 5 can save you time if you want to play several hands with specified 
high card points. Be sure there Is an initialized diskette in drive 1. Answer all 
the questions as you did on Option 4, then wait. The computer will begin 
dealing hands, displaying them on the screen. Each time a hand is dealt 
which falls within your range of high card points, the drive will whir as it is 
transferred. This will continue until 20 deals have been stored on diskette. 
Depending on your choice of high card points, this may take from five min- 
utes to half an hour or more. The deals will be listed with the file names 
DEAL1, DEAL2, DEAL3,..., DEAL20. You can load any of these files using 
Option 3. You can only store one set of 20 deals on a diskette. If you try to 
store a new set on a diskette that already has a set, the computer will write 
over the old set. 


APPENDIX A: HOW BRIDGE IS PLAYED 


Bridge is played with a standard deck of 52 playing cards and four players, 
two against two as partners. The deck is dealt evenly to all four players so 
that each player receives a hand of thirteen cards. The cards in each suit 
rank downward in order: A(ce), K(ing), Q(ueen), J(ack), T(en), 9, 8, 7, 6, 5, 4, 3, 
2. The suits rank: S(pades) high, H(earts), Diiamonds), C(lubs). Each player 
sorts his hand according to suit, and from high card to low card in each suit. 


11 


The four players’ hands are called North, South, East and West, and players 
usually sit around a table with the two teams, North-South and East-West, 
facing each other. 


The object of play is to win tricks. A “trick” consists of four cards, one from 
the hand of each player. The first card played is called the “lead”’ and the 
other players must follow suit, i.e. play a card of the same Suit, if they can. A 
trick is won by the highest card of the lead suit played unless a card from 
the trump (or contract) suit is played. A “trump” is defined as a card of any 
suit whose cards will win over a card that is not a trump. If more than one 
trump is played, the highest takes the trick. Trump suit is decided before 
actual playing begins by a process of “‘bidding”’ (see below). If the bid is “‘no 
trump’, the highest card of the lead suit takes the trick. 


Valuing the Hand: Every player makes a rough estimate of the strength of 
his hand by counting the high card points: 4 points for each ace, 3 points for 
each king, 2 points for each queen, and 1 point for each jack. There are 40 
points in all, with the average hand having ten points. Usually two partners 
must hold 20 points between them to make any contract. 


Bidding: Before the deal is actually played, each team member attempts to 
communicate the strength of his hand to his partner through ‘“‘bidding’’. Bid- 
ding is a complex process separate from the play itself, which results ina 
“contract” or agreement between the partners of one team (called the 
“declaring” team) as to how many tricks the team plans to take and which 
Suit will be trumps in this deal. The first six tricks taken by the declaring 
team is called a ‘book’. The book must be taken before any tricks are 
counted towards the actual contract. For example, a contract of “3 Hearts” 
indicates that the declaring team plans to take six tricks for the book, plus 
an additional three tricks for a total of nine out of thirteen tricks. Hearts 
would be the trump suit for this contract. 


Playing: Once a contract has been established, the player to the left of the 
declarer leads a card. At this time, the other member of the declaring team 
displays his hand on the table as the ‘“‘dummy’”’. The playing continues ina 
clockwise direction. Each player contributes one card to the trick, and the 
highest card takes the trick. When all of the cards have been played, each 
team counts the number of tricks taken between them to determine whether 
or not the contract has been fulfilled by the declaring team. If the contract 
has not been fulfilled, the declarer is said to have ‘“‘gone set’. (In BRIDGE 
PARTNER, the dummy’s hand is displayed opposite yours on the screen, 
and you select the contract. The computer plays the defense and keeps 
track of the number of tricks taken.) 


Tricks: AS mentioned above, the player to the left of the declarer leads the 
first card. Thereafter, the player who wins each trick leads the first card of 
the next trick, and play continues in a clockwise direction. Whenever possi- 
ble, each player must follow suit (i.e. play a card of the same suit as the 
card led). However, if a player has no cards left of that suit, he can play any 
other card in his hand, including a trump card (a card of the contract suit). If 
he plays a trump, he automatically wins the trick unless a trump of higher 
value is played by another player. 
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Vulnerability and Scoring: When you are ‘vulnerable’ in bridge, you are 
liable to increased penalties for going set but entitled to increased bonuses 
for winning a game. Vulnerability is assigned to each game of BRIDGE 
PARTNER as it would be in duplicate bridge — it is independent of the pre- 
vious score. The score is calculated according to the standard bridge 
scoring rules, with the premiums for duplicate bridge games used instead 
of the rubber premiums for contract bridge. Your basic score depends on 
the contract suit. When you make your bid, you score points for each trick 
taken after book is made. When you do not make your bid, you lose points 
for each trick you did not make. 


Trump Suit Contract Made Contract Not Made 

Not Vul. Vul. 

SorH 30 —50 —100 

Dorc 20 — 50 — 100 
No Trump 

1st trick 40 —50 — 100 
No Trump 

each additional trick 30 —50 — 100 


A game bid is one that will score you at least 100 points, i.e. 4S, 4H, 5D, 5C, 
or 3NT. If you bid and make a game contract you add a 500 point premium to 
your score if you are vulnerable, and a 300 point premium if you are not vul- 
nerable. You add a 50 point premium if you make a contract of less than game. 


By remembering which cards were played by each player as the deal pro- 
gresses, you can determine with increasing certainty the cards still held by 
your opponents. Of course, your opponents will at the same time try to 
determine which cards are still in your hand. Sophisticated players may 
deliberately play an unexpected card in order to mislead you as to which 
cards are still in their hands. BRIDGE PARTNER includes a number of algo- 
rithms to determine which card is the best to play based on the probable con- 
tent of your and its partner’s hands, making it an excellent opponent for you! 
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APPENDIX B: SUMMARY OF COMMANDS 
Iv response to WHAT CONTRACT? you can enter: 
. NORTH 


. EAST — Hands will be rotated SO that the specified hand 
will fall into your position and become yours. 

C. WEST 

D. SKIP — Skip to another deal in the set. 

E. PASS — Skip to the next deal in the same set. 

F. Contract — (E.g. 4H) Declare the specified contract and 


commence play. 


In response to WHAT PLAY FROM DUMMY? or WHAT PLAY FROM YOUR 
HAND? you can enter: 


A. LAST — Look at cards from last trick. 

B. STOP — Discontinue playing this hand. 

C. CLAIM — Claim remaining tricks. Computer finishes 
playing out the hand. 

D. Card — (E.g. C7) Play the specified card. 

In response to WANT TO PLAY THIS HAND AGAIN? you can enter: 

A. YES — Play this hand again. 

B. NO — Don’t play hand again, move to next deal. 

C. SAVE — Save this deal on cassette or diskette. 


If you answer YES to WANT TO PLAY THIS HAND AGAIN?, you will then be 
asked: WANT DEFENSE HANDS SHUFFLED? Enter: 


A. YES — Will play the hand again after shuffling the 
East and West hands. 
B. NO — Will play the hand again with no alterations. 
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